
 BEING STEALTHY
Certain rules use the notion of “obvious”: everything which isn’t stealthy is conside-
red obvious. By default, everything is obvious.
Is considered stealthy:
•  A character or an element of scenery in a pitch dark and deafening area;
•  A character or an element of scenery in a calm and deafening area;
•  A character who succeeded a Hide/OPP move.
•  An object targeted by a successful Conceal/OPP move.
•  A character or an object of Very Small size (SIZE 1).

ATTENTION! Th e stealth ensuing from the “hide” move is relative; it must be 
ignored if:
•  Th e hiding place is a dark square and that the observer can ignore this factor (see 

Nightvision and Infrared vision);
•  Th e character swims in the water, but the observer is also in the water;
•  Th e hiding place is an obstacle which is not situated between the observer and his target.

Besides, a character in a pitch dark, deafening area, and occupied by NPC capable of 
seeing in such conditions is not automatically stealthy.
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EVOLUTION OF THE THREAT

DEFENSE MODIFIERS

THE CHARACTERISTICS 
OF A GAME BOARD

All this information is accessible to the 
players.

• Name (district or geographic situation)
• Original Th reat level
• Attitude of the district
• FAITH of the district
• Default level of lighting
• Default level of noise
• Default level of smell



Useful Pages PHB

• Reach............................................p.126
• Round by Round.........................p.128
• Races.............................................p.137
• Cultures........................................p.140/141
• Incantation...................................p.149
• Called Shots..................................p.187
• Attitude Opposition....................p.216/217
• Spell Casting.................................p.261
• Miracle Calling.............................p.296
• Weapons & Armor......................p.337-339

Round of Opposition
1) Setup Phase

Each PC has a POT d6. The 
Pugnacious go first, then Dextrous and 
so on.

No dice? If a player has no dice in his 
reserve at the beginning of the round, 
he does not take part in the declaration 
phase and is not entitled to any action 
or reaction.

2) Declaration Phase
Each PC, in turn, declares the 

distribution of their dice between his 
AP and RP.

All dice  placed in the same pool: +1 
to the final results of the associated roll. 
A player with only one d6 does not 
take advantage of this bonus.

3) Resolution Phase
The PC with the most d6 in AP has 

the initiative.
Equality? The Pugnacious play first. 

Smaller PCs act first in case of conflict.
In turn of initiative, All PC announce 

and resolve actions and moves.
Several actions during the same 

round: -2 cumulative by additional 
action.

   Once a players said all the variables of an 
action, legitimate opponents can react. If 
several opponents react, their reactions are 
handled in the order of the initiative, 
according dice present in RP. 
   Unless otherwise specified, it is not 
possible to use more than one reaction to 
the same action of a given opponent.
   Several reactions during the same 
round: -2 cumulative by additional 
reaction.
   Conditional announcements are counted 
as reactions.
   The reaction test must take place once the 
reaction is declared, but before the action 
test. The end result is the difficulty of the 
action undertaken.
   A reaction always opposes an action, 
never a reaction.

4)  Conclusion
a) Change of Attitude: 1d6
b) Unresolved conditional actions: 

1d6 of the RP, if any remain, or on 
the recovery of the POT if RP is 
empty.

c) Recovery of the pool with RP OR 
AP d6 leftover. Pool is added to 
POT d6 up to 2x POT.

d) New characters can enter combat.
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